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ABSTRAK

Jawi adalah sistem tulisan Bahasa Melayu yang mengandungi huruf yang sama dengan
huruf tulisan Arab. Bagaimanapun, tidak semua masyarakat boleh membaca dan
mengenal huruf Jawi dengan baik. Berdasarkan masalah ini, satu aplikasi multimedia
didapati boleh membantu mereka yang mengalami masalah ini terutamanya kanak-kanak
untuk belajar Jawi. Kajian ini lebih focus kepada reka bentuk dan penghasilan interaktif
multimedia untuk belajar Jawi yang di kenali sebagai “An Interactive Jawi Learning Tool
for Children - A Proposed Design”. Aplikasi ini sangat berguna untuk kanak-kanak
mempelajari dan membaca Jawi. Selain itu, aplikasi ini mengandungi Asas Huruf Jawi,

suku kata terbuka dan tertutup dan juga ejaan diftong. Aplikasi ini adalah bertujuan

untuk membantu kanak-kanak membaca dan menulis Jawi disamping sebagai satu

platform yang sangat menarik untuk kanak-kanak belajar Jawi.



ABSTRACT

Jawi is a Malay Language writing system whose characters are similar to Arabic
characters. However, not all people can read and recognize each Jawi alphabet very well.
Stems from these problem, a multimedia application for learning Jawi is viewed as
important in order to help people especially children, to learn Jawi. This study proposes to
design and develop an interactive multimedia application for Jawi learning which is
called An Interactive Jawi Learning Tool for Children — A Proposed Design. This
application is useful for children to learn and read Jawi. It provides basic Jawi alphabets,
open and close syllables and diphthong as well as how to write Jawi letters and words.
The Jawi Learning Tool aims to help children to read and write Jawi letters and fluently,

thus creating a more interesting platform to learn Jawi.



ACKNOWLEDGEMENT

In finishing up this project, | am so grateful because all task and project were going very
well. I would like to convey my deepest appreciation to everyone who helps me to

complete my Master’s Project, session November 2010/2011 (102).

Firstly, I would like to say thanks to my beloved supervisor Dr. Husniza Husni, lecturer at
Universit Utara Malaysia (UUM) because accept me to develop Jawi Learning Tool
prototype multimedia application for children until finished. Although she so busy, she
tries spent time, guidance, sharing her knowledge and support in guiding me to complete
the project.

1 would also like to say thanks to Madam Nurulhuda Ibrahim, my Universiti Utara
Malaysia (UUM) project evaluator for insightful comment. In addition, special thanks to
Universiti Utara Malaysia for giving me a chance to complete my master with great

experience before I go to the real world of job.

Special thanks to teacher which teach Islamic education at Sekolah Agama Rakyat Nurul
Huda which help and give support in solve problem. They always give idea and solution
about this project. Their support is so useful and I am so proud about it. Without their
support and kindness, may be this project having some problem to finish up. Besides,
thanks to student at sekolah Agama Nurul Huda because your co-operation in help me in

proceeds this project.

Finally, thanks to my family and friends for their supports, advice and kindness in helping
me to complete my project. My project cannot be success without any helps and support

from them. I really appreciated it.

Thanks you.



LIST OF TABLES

No of Table Title Pages
Table 2.1 The Jawi alphabets adopted from the Arabic alphabets 11
Table 2.2 The additional Jawi alphabets 12

Table 4.2 Children likes and dislikes about Jawi Learning Tool prototype 46
Table 4.3 The proposed design element for Jawi Learning Tool prototype 47



LIST OF FIGURES

No of Figure Title

Figure 3.1
Figure 3.2
Figure 3.3
Figure3.4
Figure 3.5
Figure 3.6
Figure 3.7
Figure 3.8
Figure 3.9
Figure 3.10
Figure 3.11
Figure 3.12
Figure 3.13
Figure 3.14
Figure 3.15
Figure 3.16
Figure 3.17
Figure 3.18
Figure 3.19

Pages

Jawi Learning Tool development phase using prototype method 28

Non-Linear Storyboard for Jawi learning multimedia application 30
Introduction of Jawi Learning Tool multimedia application 31
Introduction screen with an interactive start button 31
Second screen for Main menu of multimedia application 32
“Kenal Huruf” screen displayed for “alif” 32

“Kenal Huruf” screen displayed for “ba” 33
“Kenal Huruf” screen displayed for “ta” 33
“Kenal Huruf” screen displayed for “tsa” 33
“Kenal Huruf” screen displayed for “jim” 34
Second screen for Main menu of multimedia application 34

Shape in different position for “ba”, “ta”, “tsa”, and “nya” alphabets 35
Jawi and malay words for each different position for “ba” alphabets 35
Shape in different position for “jim”, “hha”, “kha”, and “ca” alphabets 35

Shape in different position for “dal”, “dzal”, “ra”, and “zai” alphabets 36

Shape in different position for “sin”, and “syin” alphabets 36
Shape in different position for “ain”, “ghain”, and “nga” alphabets 36
List of menu that use vertical bar 40
Forwad and bacward button as navigation 40

vi



TABLE OF CONTENTS

Page

PERMISSION TO USE I
ABSTRACT (BAHASA MALAYSIA) I
ABSTRACT (ENGLISH) 11
ACKNOWLEDGMENTS v
LIST OF TABLE \%
LIST OF FIGURES VI
CHAPTER ONE: INTRODUCTION
1.1  The context of the study 1
1.2  Statement of the problem 1

1.2.1 Research Question 1

1.3  The goals and objectives of the study
1.3.1 Goals 2
1.3.2 Specific objectives 3

1.4  Significance of the study 3
1.5  Scope, assumptions, and limitations of the study
1.5.1 Scope of the study 4
1.5.2 Assumptions of the study 4
1.5.3 Limitations of the study 5
1.6  Definition of terms 6
1.7 Organization of the report 6
CHAPTER TWO: LITERATURE REVIEW
2.1 Introduction 8
2.2  Jawi Background 9
2.3 Interactive Multimedia 14
2.4  Multimedia Development 16
2.5  Multimedia Evaluation using Usability Testing 20

2.6  Summary 23

vii



CHAPTER THREE: RESEARCH METHODOLOGY
3.1 Introduction

3.2 Data Collection

3.3  Rapid Application Development
3.3.1 Initial Investigation
3.3.2 Requirement Definition
3.3.3 Prototype Design
3.3.4 Modification
3.3.5 Assessment
3.3.6 Prototype Refinement
3.3.7 Implementation

3.4  Usability Testing
3.4.1 Ease and Effectiveness of Navigation
3.4.2 Usefulness of Content
3.4.3 Effectiveness of Presentation
3.4.4 Task Success Rate
3.5 Summary

CHAPTER FOUR: RESULT
4.1 Introduction

42  Result
4.2.1 Ease and Effectiveness of Navigation
4.2.2 Usefulness of Content
4.2.3 Effectiveness of Presentation

43  Analysis and Discussion

44  Summary

CHAPTER FIVE: CONCLUSION
5.1 Research Conclusion

52 Future Directions
References

Appendix A

viii

26
26

27
28
29
30
37
37
38
38

38
39
41
41
41

42

43

44
45
45
45

47

48

49



CHAPTER ONE

INTRODUCTION

1.1  The Context of The Study

A Jawi Learning Tool is an interactive application multimedia for Jawi reading. This
project is about designing and developing an interactive application that allows users
to listen and read Jawi words. The Jawi Learning Tool shall contain audio and text.
The text element shall cater two languages, which are Rumi words and Jawi words.
Before starting the application, user has the option of either reading or to start from
the basic learning of Jawi. The basic learning here means that user can recognize basic
Jawi letters from “Aliff” to “Ya”. The Jawi Learning Tool is a promising method to

ease learning as it provides with audio feedback.

1.2 Statement of the Problem

Nowadays, most people are unable to read and write Jawi very well (Nik Rosila,
2007). There are lots of factors that contribute to this problem. Some of the factors
that have been identified are family background which careless about Islamic

Education and less and less interest to learn more about Jawi. It’s start from children
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